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Introduction 
 
Welcome to the world of comics! In Cartooner, you and your friends 
become comic artists competing for fame and fortune. 

Over the course of 4 rounds, your goal is to earn the most Fame 
Tokens µ by creating comics that express your personal Obsessions 
while also following ever-shifting market trends. 

While this is a game that involves drawing, you won’t be judged on 
your artistic abilities or a popularity contest of whose comic is “best.” 
Instead, you will be awarded Fame µ for creative storytelling and 
strategic use of Trend Cards. 

So relax, have fun, and please share your creations with us on social 
media (Instagram, Facebook, Twitter, etc.) using #cartooner!!

Welcome to Cartooner!
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Component List
• 136 Theme Cards 
• 52 Trend Cards 
• 40 1-Point Fame Tokens µ
• 40 2-Point Fame Tokens µ
• 80 5-Point Fame Tokens µ
• 64 Comic Pages 
• This rulebook 

You will also need:
• A writing implement (pen, 

pencil, etc.) for each player
• A stopwatch or smartphone 

timer to keep track of time 
• Some exciting music to play 

while you draw. While this is 
optional, music can help you 
keep track of time. Check 
out our own playlists at 
cartoonergame.com!

Component Overview
Theme Cards 
This deck supplies you with 
virtually endless combinations 
of creative concepts and ideas 
for your comic. At the beginning 
of the game, each player draws 
3 Themes that stay with them 
for the whole game. We refer to 
these 3 Themes as Obsessions 

throughout the rulebook. Some 
Trend Cards also instruct you to 
draw Theme Cards.

Trend Cards 
This deck represents popular 
market trends. Trend Cards enter 
the game starting in round 2. 
Each round after round 2, you 
discard the previous round’s 
Trends and draw new ones.

Trend Cards offer chances to earn 
more Fame µ by following the 
rules on the Trend Cards. Trends 
are your key to maximize your 
Fame µ and become the winner 
at the end of the game! 

Fame Tokens µ
Use these tokens to keep track of 
your ever-growing Fame µ. 

Comic Pages
They come in 2-Panel, 4-Panel, 
6-Panel and 8-Panel pages 
corresponding to each of the 4 
rounds of play. If you run out, 
you can print additional ones 
from cartoonergame.com. 

Overview
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The 3 Basic Rules
In Cartooner, you can win even if you’ve never drawn a stick figure in 
your life! Your quick wit, cleverness, and storytelling will matter much 
more than your drawing ability. 

Each round, you’ll get Fame µ for following these three basic rules: 

Rule #1: Express Your Obsessions Each Round
Gain 1µ for each one of your Obsessions you include in your comic.
• You can get a maximum of 3 Fame µ each round this way. 
• You can either draw them, or mention them in a Word Balloon. 
• Putting your Obsessions in your comic’s title or in your pen name, 

while clever, doesn’t count.

You can express your Obsessions either visually or verbally. For 
example, if you have the “Dinosaurs” Theme Card as one of your 
Obsessions, you get 1µ whether you mention dinosaurs in a Word 
Balloon (example on the left) or draw them (example on the right):   

Verbally Visually 
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Rule #3: No More Than 3 Word Balloons Each Round
Gain a bonus of 2µ each round when you follow this rule. 
• Comics can use words, but if your comic is too wordy, it will have a 

limited audience. You gain this bonus when you use no more than 3 
Word Balloons on the entire page.

• Even in later rounds when the number of Panels on each page 
increases, the Word Balloon limit stays the same. 

• Any text in your comic, including numbers and letters, counts as 
a Word Balloon, whether it’s dialogue (“I’m a robot”), narration 
(“Then, a robot appeared!”), or a sign (“Robot”). 

• You don’t have to actually draw a balloon around the words.
• It doesn’t matter how long the Word Balloons are. However, a 

Word Balloon can’t cross between Panels, otherwise it counts as 
an additional Word Balloon.

• You don’t have to use all your Word Balloons if you don’t want to.
• Unused Word Balloons don’t roll over to the next round.
• Your comic title and pen name don’t count as Word Balloons.

Rule #2: Draw Something in Each Panel Each Round
Gain a bonus of 2µ each round when you follow this rule. 
• If a comic doesn’t have artwork, it isn’t a comic! Each Panel must 

contain a recognizable drawing of something. 
• If it’s blank, contains only text, or contains an unrecognizable 

scribble without any context explaining it, it doesn’t count. 

Panels not filled properly Panels filled properly
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Sound Effects (No Limit) 
Sound Effects (such as “BANG”, “BOOM”, “TA-DA” or “GASP!”) must 
be onomatopoeia, words that express a nonverbal sound. Unlike 
Word Balloons, there is no limit on how many Sound Effects you 
may use in your comic.

Symbols (No Limit)
Symbols (like hearts, exclamation points , dollar signs, or speedlines) 
don’t count against your Word Balloon limit. There is no limit to 
how many Symbols you may use.

In the Panels above, the examples on the left all count towards the 
Word Balloon limit. The examples on the right don’t count towards 
the Word Balloon limit. They use either Sound Effects or Symbols.

Word Balloons Not Word Balloons

Symbols
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Setup 
• Shuffle the Trend Cards deck.
• Shuffle the Theme Cards deck. 
• Place Fame Tokens µ, Trend 

and Theme Cards in the center. 
• Distribute Comic Pages. Each 

player gets one of each type of 
Comic Page: 2-Panel, 4-Panel, 
6-Panel and 8-Panel.

• Distribute drawing implements 
to each player.

• Prepare a stopwatch or 
smartphone timer.

• If you like to draw to music, 
queue it up!

How To Play 
Cartooner lasts for 4 rounds. The 
winner is the player who ends the 
game with the highest number of 
Fame µ. Each round consists of 3 
phases: Card Selection, Drawing, 
and Scoring.

Difficulty Mode
Student         8 Minutes
Apprentice         6 Minutes
Professional         5 Minutes



9

Before you start, the players 
must agree on the Difficulty 
Mode. This determines how 
much time you have to draw 
each round and the number of 
Trend Cards in rounds 2-4.

Everyone has the same amount 
of time. Playing in Student 
or Apprentice Mode is good 
for new and younger players. 
Playing in Professional Mode 
makes the game faster, more 
challenging, and the time 
constraints might give you an 
added burst of inspiration. 

Choose a player to be in charge 
of setting the timer each round. 
When time's up, you must stop, 
even if you're in the middle of a 
sentence! 

In rounds 2-4, the number of 
Panels you have to draw goes 
up, but the amount of time stays 
the same. Once you’re a pro 
artist, the workload—and the 
reward—increases.

Card Selection Phase
Cards are drawn at the beginning 
of each round. 

Round 1: Initial Setup
To start the game, each player 
draws 3 Theme Cards. These 
cards are your Obsessions, the 
basic subject matter of your 
comic. They represent what you 
love to create as a comic artist. 

Keep them for the rest of the 
game unless a Trend Card on 
a subsequent round (such as 
“Reboot”) explicitly instructs you 
to replace them.

Place your Obsessions face up 
for all other players to see. You 
may now write down a pen name 
& title for your comic before the 
Drawing Phase begins.
 
Round 2-4: Trend Selection 
To become a superstar, a comic 
artist must not only express their 
own Obsessions through their 
work. They must also give the 
fans what they want. 

Trend Cards represent hot, 
yet fickle, trends in the comic 
market. As such, they come and 
go, changing each round.

In rounds 2, 3, and 4, the player 
with the least Fame µ at the 

Does it sound hard to draw 
a comic in 5-8 minutes? 
Many comic artists draw 
5-minute comics as drawing 
exercises. In a 5-minute comic 
the playing field is leveled 
as even experienced artists 
will often have to draw stick 
figures to finish in time.
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beginning of the round becomes 
the Trendsetter. 

If 2 or more players are tied 
for least Fame µ, play rock-
paper-scissors to determine who 
becomes the Trendsetter.

The Trendsetter draws a 
number of Trend Cards and 
chooses which ones will be in 
effect for the current round. 

The number of Trend Cards 
increases each round as follows: 

Student/Apprentice Mode
Round 2: Draw 2, choose 1 
Round 3: Draw 3, choose 2 
Round 4: Draw 4, choose 3

Professional Mode
Round 2: Draw 3, choose 2 
Round 3: Draw 4, choose 3 
Round 4: Draw 5, choose 4

Trend Cards are generally played 
face up and affect all players, 
not just the Trendsetter. 
The exception is cards like 
“Trade Secrets” where only 
the Trendsetter has secret 
knowledge of the selected cards.

At the end of each round, discard 
the old Trends and replace them 
with new ones. When you discard 
an old Trend, also discard any 
Theme Cards associated with it 

(except new Obsessions gained 
from cards like “Reboot”).

When the Card Selection Phase is 
over, start the timer; it’s time for 
everyone to draw comics! 

Drawing Phase 
Each round you must create a 
new chapter of your comic. Each 
round the number of Panels you 
have to draw increases by 2 but 
the time limit stays the same!

Panels per Round
Round 1: 2 Panels
Round 2: 4 Panels
Round 3: 6 Panels
Round 4: 8 Panels

When every player is ready, start 
the timer to the preset time (see 
Difficulty Mode, page 8).

When time is up, you must 
immediately stop writing and 
drawing. You can stop before 
time is up by calling out "Done!" 
and putting down your pen or 
pencil. This normally doesn't 
matter, unless certain cards 
that reward finishing first (like 
“Deadline”) are in play.

After you call out "Done!", you 
can change your mind and go 
back to drawing as long as 



11

time remains, but you lose any 
advantages of finishing first.

Scoring Phase
During the Scoring Phase, the 
players take turns showing their 
comics to everyone and reading 
them out loud to the group. If 
you want, you can act it out. 

The player with the most Fame 
µ reads first. On the first round, 
or in case of a tie, rock-paper-
scissors to see who goes first. 
Reading continues clockwise 
thereafter. 

After each player reads their 
comic, the group judges and 
grants Fame µ according to the 
three basic rules:
• 1µ per Obsession drawn or 

mentioned (maximum 3µ)
• 2µ bonus for not exceeding 3 

Word Balloons

• 2µ bonus for filling all 
Panels

If any Trend Cards are in play, 
award bonus Fame µ per the 
rules listed to on card(s).

Count your Fame µ total and 
note it at the top of your Comics 
Page. At the end of Scoring 
Phase, go back to Trend Selection 
Phase and start the next round. 

End of Game 
At the end of Round 4, the player 
with the most total Fame µ wins. 

In case of a tie, all players not in 
the running for 1st place divide 
up their Fame µ between the 
finalists based on how creative 
and entertaining they thought 
their comic was.
 

Professional Mode
For an even greater challenge 
in Professional Mode, instead 
of reading your own comic in 
the Scoring Phase, give your 
comic to another player and let 
them read it out loud. You can’t 
say anything while the other 
players read it & discuss it; your 
comic must speak for itself. Is 
your storytelling clear enough 
that other players understand 
your drawings & Themes 
without any explanation? 
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Fame Meter
How good of a Cartooner player are you? Count your Fame µ to find 
out the answer!

Under 30 Fame
Fan Artist 
You need more training. Perhaps 
you can take classes, or work as 
an assistant to another artist and 
improve your skill. Don’t give up! 

30-39 Fame
Budding Artist
You can get a small following 
drawing a webcomic or a self-
published comic.

40-49 Fame
Professional Artist
You could make a living as an 
artist or illustrator. 
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50-59 Fame 
Famous Artist 
Fans line up for your autograph.

60-69 Fame 
Comics Celebrity 
You’re a truly amazing (and 
truly fast) artist. Movie deals, TV 
shows & merchandising deals are 
everyday events for you.

70-79 Fame
Comics Royalty 
Jack Kirby, Bill Watterson, Raina 
Telgemeier, Jason Shiga…you’re 
the equal of these hotshot artists. 
Your pen callous makes others 
shiver with awe.

80+ Fame
Comics Legend
You’re an artist who can move 
nations, the kind who only comes 
along once in a lifetime. How did
you possibly score this high? 
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Special Rules 
Marathon 
• If you’re a diehard artist, 

a marathon will test your 
skills! For a marathon game, 
you’ll need to print out 
extra Comic Pages from 
cartoonergame.com. Print 
out at least 2 copies of each 
page (2, 4, 6 and 8-Panel) for 
each player.

• In a Marathon Game, the 
game doesn’t end after 
Round 4. Each round after 
Round 4, your Panel count 
continues going up by 2. (For 
example, in Round 5 you 
have 10 Panels, in Round 
6 you have 12 Panels, etc.) 
Since there aren’t Comic 
Pages with more than 8 
Panels (it’d be hard to draw 
that small anyway), take 2 
or more Comic Pages with 
total Panels equaling your 
Panel Count. For example, 
in Round 5, you can use a 
4-Panel Comic Page and a 
6-Panel Comic Page, or a 
2-Panel and an 8-Panel, for 
a total of 10 Panels. 

• On Rounds 5 and up, draw 
new Trends just like in Round 
4. Discard the Trend Cards 
from the previous round. The 
Trendsetter draws 5 Trend 
Cards, plays 4 Trends face-up 
in the middle of the table, 

and discards the other Trend 
in the discard pile.

• The marathon game ends at 
the end of the round when 
1 or more players reach or 
surpass a certain amount of 
Fame µ. You choose what 
number to target:

Half Marathon: 60 µ
Full Marathon: 80 µ
Deathmatch: 100 µ

• As your Panels go up and 
up, but your time limit 
stays the same, it may 
become nearly impossible 
to draw something in all 
your Panels. Use your time 
strategically. 

Teams
Cartooner is recommended for 
2-8 players. There’s no reason 
you can’t play with more people, 
but more players slow down the 
game. One way to make a game 
with lots of players go faster, or 
to give inexperienced players a 
boost, is to have players play in 
teams of 2. 

Playing a team is the same as 
playing a single player. Teams 
can play against singles in any 
combination. However, the fol-
lowing special rules apply: 
1. It can be hard for 2 people 

to draw on the same piece 



15

of paper at once. Teams may 
divide their Panels between 
multiple pages however they 
like. For instance, instead of 
a 4-Panel Page, the team 
can draw two 2-Panel Pages. 
Make sure you know who’s 
drawing the beginning & 
who’s drawing the ending! If 
you need extra Comic Pages, 
you can print them from   
cartoonergame.com.

2. Your team can only use 3 
Word Balloons, so keep 
track of how many your 
teammate is using!

3. If a team and a single player 
are tied for least Fame µ 
(for instance when choosing 
the Trendsetter), the single 
player wins the tie.

Solo
A solo game uses only Theme 
Cards. Play goes like this:
1. Draw 3 Theme Cards for your 

Obsessions and think of a 
title and pen name for your 
comic. Start with a 2-Panel 
Comic Page.

2. Set a timer and draw for 5 
minutes. When time is up, 
evaluate yourself (or have a 
friend evaluate you): did you 
follow the 3 Basic Rules of 
including your Obsessions, 
using 3 or less Word 
Balloons and drawing 

something recognizable in 
every Panel? If you broke 
a rule, write an “X” next to 
your pen name for each rule 
you broke.

3. Give yourself 8 Fame µ.
4. Take a Comic Page with 2 

more Panels than before. In 
addition, draw 2 new Theme 
Cards and add them to your 
Obsessions. Then, discard 
1 Obsession of your choice, 
from either your new draw or 
your preexisting Themes.

5. Return to #2 and repeat. 
Each round, add 2 more 
Panels and 1 more 
Obsession (by drawing 2 
and discarding 1). When your 
Panel count reaches 10 or 
higher, take 2 or more Comic 
Pages with a total number 
of Panels equal to your new 
Panel count (i.e., if your 
Panel count is 10, you could 
use a 4- and a 6-Panel Page, 
or a 2- and an 8-Panel).

6. The game continues with an 
increasing number of Panels 
and Themes until you get 3 
“X”s next to your pen name 
by breaking the rules 3 times 
(3 cumulative times over the 
entire game, that is, not 3 
times in a single round). Stop 
and don’t give yourself Fame 
µ for the current round. The 
game is over!
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Game Tips
The fun and strategy lie in figuring out how to maximize your Fame 
µ while balancing your Obsessions with the demands of the Trends.  

Choose your strategy and spend your time wisely! You can't win the 
game without following Trend Cards, but you probably can't win 
every Trend, particularly in the final rounds when there are 3 or 4 
Trends on the table. 

Sometimes it may be strategic to break one of the three basic rules to 
follow a Trend Card with higher Fame µ.  

Sometimes you'll get seemingly contradictory Themes. This is all part 
of the challenge! Accept the hand you have been dealt.

You can't express a Theme by simply naming a character after it. If 
your Theme is "Food," you can't express that Theme by just naming a 
character "Donut" (unless they're a talking donut).

You can't express Themes with puns or double meaning. For example, 
if your Theme is "Fishing", it doesn't count if a cop is "fishing for 
clues" (unless he uses a fishing pole).

Obsessions need to be included every round if you want to get 
points for them. For instance, if a character says "I'm a robot" in 
Round 1, but doesn't look, say or do anything robot-like in Round 2, 
you haven't fulfilled your "Robots" Obsession for Round 2. You have 
to assume that your audience has no memory! The same rule applies 
when judging Trends that are based on how many Panels contain a 
Theme or visual element. 

Ultimately, Themes are subjective and it's all up to your fellow 
players. Some players enforce Themes strictly, others are easygoing. 
Knowing your audience is part of the game!
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Cartooners
Shaenon K. Garrity 
Rebecca Ruhlman
Sam Brown
Van H. Fujishige
Jeremy W. Kaufmann
Alan Shepherd
Lynn Chen
Erik Berman
Josh Gardner
Laura Wilkinson
Michael Archibald
Dr. J
Josh Baker
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D.Lacheny
Justin Hall
Connor & Sydney Todasco
Zombicatures.com
Ken Finlayson
Codex
Sean Harrington
Martyn French
Quinn the Dog
Dranorter
Mattwandcow
andy ristaino
Drew Hicks
Paul Nagami
Tom Bergst
Adel Assaad & Mirna Toukatly
Ithry Skylark
DJ “Shadow Lynx” Smith
Paul Hodgeson
Aaron Sullivan
Brad Ableson
Kofi Jamal SImmons
nate lovett
David Vaughan
Chelsea Butrum
Role Playing Public Radio
Dan Swain
Steve Breazeale
Ed Kowalczewski
M Stephen Joy
Matthew N. Noe

John Holt
Brian Fried
Onichi
Sean Paul Ellis
Guenevere & Anastasia Miller
Rick “RJDiogenes” Hutchins
Alapai Michels
Ben Richardson
Paul E Mata
Mathew Hargrove Farabee
Corey Heller
Jen Vaughn
John Romkey
Wolfjaw
Rachel “Nausicaa” Tougas
Kelley Vanda
Mark & Julie
Vasculusss
Team RoBo: Rob, Ursula, Russ 
& Stegosaurus
Beth Hammer
Kenny Cather
Rio Yanez
Paul Milligan
Lucas (to Mille Jensen)
Daniel Bingham
matt
Alan E
Vivian & Benjamin Ponka
Wraithshade
Wimpy Animations
Lando Montalvo
Doug Harry
Brian
David Dunsmuir
Thomas Gutschmidt
Andy Meyerhoefer
Robb Bridson
Casey Williams
Emily Vukman
Mark Sztainbok
Greg Kinsella
Jeffrey Chamberlain
Michael Sollazzo
Philip Gelatt
Nathan Wallace

Thunder Knight Rorie
Ron Power
Joe Pasini
Lindsay Anderson
Jerry Carlson
Hunter Rodriguez
jgw
Hoyt Ng
Jennifer Gorman
Eric Hanscom
Anonymous
Even “JesterPunch” Nelson
Amethyst246
Iguana Boy
Matthew Schofield
Isaac Cates
Taurean Boyd
Johnathon Musgrove
Deb Aoki
Aaron M
Miriam Lueck Avery
Brunner Family
Robert Harkins
Ashley Muir
Jerome Rotbart
Don Smith
Tiayr Cannon
Timothy
Chris Bird, Science Hero
Rev. Brett Andrew Stults
SlowBear
William Lebeda
Amy S.
Michael Bernard
Tony Contento
Matt Brennan
Dorothea Martin
katharine clarke
Kepler
drew
Dave Vesper
Caitlin Rosberg
AK
Waldo!
Peter Haggard
McLean Boys

Kickstarter Backers 
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J. Driscoll
Rex Gangrene
David Rodríguez
Giles Bullen
Michael Woodcock
Low Wei Kang
Casey Balsitis
Kaye-Panttajas
Scott Poole
gameboygirl.tumblr
Brent Jentzsch
Nam Nguyen
J. Fiorini
Kristen Sinclair
Adam .Reyes
Jon Olson
Brent
The Meggonator
Joe Wojtas
Nicholas Haney
Will Keeler
Danielle Shuping
Jeff and Joanna
Jerslix
Joel Wally
FoolishMortalFOOL
Hunter Mayer
Mez
Joi
Michael B. Menges
Magic Torch Comics
Ainsley & Andrew Hawthorn
Tim & Andrea
Lauren Davis
Jason Corley
PF Anderson
The Miller Family
Anne Moroney
Ryan Hill
Raiphin Hunter

Cartooner
Donors
Jake Forbes
Shay Liess
Scott Johnson
Blake DeWitt

Amanda Gentzel
Michael Daedalus Kenny
Chris Baker 
Jeannie Ruiz 
Erik Evans

Card-Carrying
Cartooners
Harrison Guzman
Jason Corley
Filiz and Uriah
Brigid Lischke
Suzy Creamcheese
Grandpa Carl
Evelyn Eldridge
Adam Burns
Walter Floth
Joey Garett Begeman
J. Cuthbert
Sara Gottlieb
Meir Rayne
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Sara Gottlieb
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Jason Rowe
Jim Kline
Katrina Rittershofer
Christina “Bloody Mary” Ziem

Comics and  
Manga Fans
Tasha Turner
Thalji
Kristin Cheney
anonymous
Betsy J.
Amy Chappo
Nina L. Taylor Kester
Doc
Raurrrrr
Falingard
Sorceress Feraly
Lord Errki The Handsome
arghc
Ricky Vigil
Iglika Ivanova

Kristopher Volter
Jeremy Southard
Clark Snyder
Zacrias
Brandon Coleman
BigHig
Mike Smith
XainMexi
Jim Gibson
Dang Fool
Dylan Grozdanich

Guest Artists
Annalee Newitz
Jennifer Khoury 
The Draitser Family
Jay Harvey
Aaron Johnson-Ortiz

Patrons of 
the Arts 
malpertuis
Seng and Alex
David Ming Luong
Kyle Balda
Jordan Roberts
Jenna & Amanda Vail Abts
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For samples, playlists, rules, questions, and news, please visit:
www.cartoonergame.com
facebook.com/mockmanpress
http://twitter.com/mockman
store@mockman.com
facebook.com/mockmanpress
Please share on social media using #cartooner

For more Trends and Themes, check out Mangaka, our anime and 
manga-themed comic drawing game! Fully compatible with Cartooner.   

Cartooner Game
© 2018 Jason Bradley Thompson
and Jumana Al Hashal
All rights reserved


